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The Editor Barks 



Hello again, and welcome to a new issue of Kfan 
Uzangou. This time with a new look yet again. I hope this 
will improve the readability of the 'zine. A lot of work has 
been put into the 'zine this time to get a better layout. Any 
suggestions for improvements will be read, but not 
necessarily followed. 

This issue is a Gvurrdon sector special. Detailing 
Gvurrdon sector in TNE to an extent, without saying too 
much I hope. Thus not tying up your imagination. 
Unfortunately I didn't get space for updated library data. 
Neither have I had the time to do it either. So hopefully I will 
manage to do it to the next issue. Depending on a lot of 
factors. Imagination is one of them. I will continue to write 
about Gvurrdon in future issues, using my campaign, and 
player group as a background. Other analysts or developers 
of Vargr sectors may, if they wish, submit their material to 
present their sector to the general public, and HIWG 
members. 

Note however none of the information I have 
presented are really official, unless they have been 
mentioned before to a degree in various publications. 
However GDW has gotten a copy of this issue, and got my 
permission to use it as they see fit. As with everything else I 
write in this fanzine. 

As the days grow shorter and the winter chill is 
setting in, there is a fine opportunity to spend the time with 
Traveller. Unfortunately I won't find this much time as I'm 
back to school. The two following semesters will be hard, 
and Traveller will have to drive in the back-seat for a while. 
This does not mean that there will be no more KU, but that 
the release schedule will be further broken up as it has been. 
To date I have managed to hold a rate of one issue every 3 
months (roughly). 

HIWG is also starting to shape up after nearly a year 
with withering communication. I hope everyone has filled 
out the HIWG Membership Survey (HMS). This is your 
opportunity to take a stand, and influence the work of HIWG 
in the future. From my last talk with Clay on the phone, he 
told me that almost half of the members had quit. I think this 
can be traced back to the announcement, and execution of 
the plans of TNE. I won't talk bad of those who quit. I did 
have such plans myself, when I had learned to love 
MegaTraveller. Seeing it all be wasted was not a popular 
thought. So why stay with the game? I can't answer for those 
who decided not to, or decided to stay with it. I can only 
answer for myself. Although I think there are HIWGers out 
there having the same, or nearly the same reason as me. I 
decided that I wouldn't quit before I had seen what the new 
product was all about. A lot of rumors was circulating. None 
of them true, which maybe can be the reason that some quit 
without knowing really what did go on. I think TNE is a 
good product. It has some weaknesses, but nothing a few 
house rules can't fix. And no one can sue you for using them 
either. A few good ones was mentioned in AABP #22. nn 
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Have Starship— Will Travel 

By Roger Myhre 



A few Vargr careers do give access 
to ship DM's, but the rulebook do not men- 
tion anything about Vargr. For rules on 
generating Vargr characters you should 
look up my article in KU #4. If you don't 
have it, you may order it from me, sending 
me an IRC. 



What other publications say. 

As stated in other publications from 
both GDW and DGP Vargr ships are available 
in two ways: 

Steal a starship. Maybe the most 
difficult and most risky. Usually it is necessary 
to cross a state border to get the ship re- 
registered. In the current situation in Gvurrdon 
this is not too hard as the Freedom League or 
more commonly named Corsair's Den accepts 
almost any ship into their registry. However 
any ship registered here are not welcome in 
Gvaeknoks Trade union. 

Hunt down a patron and serve him or 
her until the ship is paid down in form of 
favors. Easier and less risky than the first 
method. Especially if the party is well skilled 
in various areas of need. 

A new way to get a new ship is to 
travel into the wilds and find a ship there. This 
is very risky, and the ship will not be welcome 
and blown to bits if found out. However there 
will not be any outstanding debts in either 



money or favors. Only outstanding 
maintenance, and the risk of a virus infected 
craft that just has been waiting on this occa- 
sion. 



Characters from Gvurrdon. 

The maximum TL of the ship is 
depending on where their patron is from, this is 
determined by the Charisma of the party leader. 
The patron is from the same interstellar 
allegiance. Maximum TL's is as following: 

Thirz Empire 13 (15) 

Thoengling 13 (15)- 

SoE 13 

Gvaeknoks Trade Unionll 

Kedzudh 12 (16) 

Corsair's Den 12 

Others 11 

The values in parantesis can be 
selected if none of the value modifiers are 
being converted to age or wear value. For SoE 
and Corsair's Den the TL may be raised by one 
if none of the value modifiers is used to raise 
the age or increase the wear value. A party 
leader from a non-aligned Vargr worlds may 
select any system within six parsecs from his 
home system to get the ship. For every 10 



years the ship is aged, the tech of the ship is 
decreased by one. 

Run away. 



New patrons. 

In the event that their patrons CHA 
decrease to 1 1, and the party has not broken 
away from their patron, a new vargr has taken 
the pilot seat in the organization, and thus own- 
ing all the valuable things to their old patron. 
This include the ship to the players they are 
working on. This new patron will have CHA of 
11+D6 to a limit of 15. And add one to the 
players value modifier of the ship, this means 
that the players must work more to down pay 
the ship in turns of favors, an 
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Characters and TNE. 

During play, the players may adopt one 
of the above mentioned methods for acquiring 
a starship. But what of the characters that gain 
starship DM's during 

character generation? . _ 

First of all DM's for 
starships are gained as 
mentioned in the 
characters chosen career. 
Give additional DM for 
every second point of ~* 
CHA above 10. Thus ~Z 
CHA of 12 gives plus 1, - 
CHA 14 gives plus 2 and 
so on. This additional 
starship DM is earned 
each term in the career. ".. 
This DM can only be 
earned in a career that 
makes it possible to get a " 
starship DM such as 
Aristocrat, Trader and so on. 

The players may not spend money to 
get additional DM's. For region DM's use the 
table on page 38 in the rulebook. However 
Gvurrdon gives a DM of -5. As there is no 
financing debts, the value modifier can be used 
like this: 

For each point reduced the Wear Value 
increase with one, to a limit of eight. 

For each point increase the age of the 
ship with 5 years, to a limit of 40 years. For 
every 5 year roll one D20. If the roll was 5 or 
less the wear value is increased by one. 

For the remaining points is the point 
value of work the characters has to do before 
the ship is fully theirs. Whenever the characters 
perform a mission for their patron, this remain- 
ing value modifier should at least decrease 
with one. How much the decrease should be is 
up to the referee. A rule of thumb is that more 
important, and dangerous the mission is, the 
value should be decreased accordingly. 



When the enforcement of the law in 
Gvurrdon is erratic, and the loyalty is shifting 
constantly, what is then stopping the characters 
to just run away with the ship? Nothing? 
Wrong. It's out of character. Remember that 
the characters has found a high 

• — _ charismatic patron to supply them 

- • with a ship in change of their serv- 
ice. The patrons CHA is the party 
leaders CHA + 2 or twelve, 
whichever is the greatest. Vargr 
always try to find a high 
charismatic individual to join to 
increase their own charisma, 
unless they are high charismatic 
themselves. Which means that 
they will be gathering followers. 
Thus the party is bound to work 
for their patron until they has paid 
up enough favors. However if their 
patron decrease in charisma they 
might leave without paying down 
the ship. For the procedure for this 
is as follows: 

For every 14 days of game time roll 
one D20 and compare with the patrons CHA. If 
the roll is higher than the patrons CHA it is 
decreased with one. If the roll is 1, the CHA is 
increased with one, to a limit of 15 (F). If the 
CHA of the patron is equal to or less the party 
leaders CHA the party may split away from the 
patron. If the patrons CHA is larger than party 
leaders CHA after the decrease, the part leader 
roll the following task: 
Difficulty, CHA 
Difficulty is as following: 
One level of difficulty for each level of 
difference between the two persons. Starting 
with difficulty level Average. If the task 
increase beyond Impossible it is not possible to 
break away. 

So when do the party leader roll this 
task? Whenever party hears that their patron 
has decreased in charisma from news casts or 
by personal experience. 
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Travelling in Gvurrdon Sector 

By Roger Myhre 



As Gvurrdon is the only Vargr sector 
that survived the Virus, most of the everyday 
activities in this sector has been changed to 
ensure its survivability. The factions has been 
forced to cooperated with each other (sort of), 
to ensure this. However as the years has gone 
since the Virus struck, its presence as a danger 
source has been diminishing. Not that the 
Vargr populace are ignorant, but when the enc- 
ounter with Virus ridden ships has been almost 
nonexistent since 1 190 the drive for re-expan- 
sion is making its presence. Only whats left of 
Thoengling Empire is taking a firm stand 
against recontact the lost Vargr worlds. 
Regencys pressure on this issue is also an 
important factor. 

Referees should limit the accessability 
over the UWP codes in Gvurrdon for two re- 
asons. Firstly the information flow in Gvurrdon 
is slow, and the Vargr society is under constant 
change, and that drastically. Something that 
was true yesterday, may not be that today. 
Butthen again the info available shouldn't be 
riddled with wrong info. It isn't Paranoia we 
are playing. Secondly is that more than one 
third of Gvurrdon are in the wilds. The players 
may dig up information on the worlds, but they 
should be old and outdated. The only informa- 
tion that holds true, is the worlds size, 
atmosphere and hydrosphere. These physical 
stats will not be changed by the Virus. 

Referees should also note that two of 
the worlds within the wilds are not rated as 
wilds in the trade classifications. The Droyne 
world, Tanga (2005) survived because Droyne 
with computer empathy interrogated the star- 
ship computers, if they was found containing 
the Virus, the ship was destroyed, without 
exceptions. Visitors to this world will find the 
Droyne mildly hostile. And everyone will get 
their ships searched, and computer checked 
thoroughly. Those who resist will be killed. No 
exceptions, and no appology offered. The other 
world Ozago (3107) with the alien race 
Opharaz are so low in tech level that the Virus 
only had minor consequences. However 
players should not know this before they visit 
these places. Both of these systems has actually 
experienced increase of technology since the 
Virus arrived. 

Starship travel is at its high now in The 
New Era. Starship purchase is somewhat down, 
when all the factions has put up quarantine re- 
gulations. The trade between Gvurrdon states 
and Regency has been hampered by these 
quarantine regulations. Particalary trade from 
Gvurrdon into Regency has been hurt the most, 
when Regency has the strides rules on 
quarantine. However crafts from Thirz Empire 
and Thoengling fare better through the 
quarantine than other crafts. Crafts from 
Corsair's Den are not admitted at all. Thirz 
Empire and Thoengling use the same 
transponder system as Regency, which was 
developed to halt the spread of the Virus. 
Commonality of Kedzudh was also offered the 
transponder suite, but declined when they was 
afraid that the transponder system had hidden 
functions that could render their ships 
inoperative. An understandable concern when 
Kedzudh and the old Imperium had a war 
going from 1117 to about 1120. However 
Kedzudh was not blind for the Virus. It did put 
up safeguards, but Regency are still not trusting 



that front too much. 

For those who got a starship one way 
or the other, should ensure that they got a 
certificate and valid transponder system. Both 
Thirz Empire and Thoengling are strict on 
these things, before a certificate is issued, the 
craft will go through a quarantine, and 
extensive testing and examination. Since the 
Virus came, the demand for better maintained 
ships has been increased. Thirz and Thoengling 
grounds any craft that are poorly maintained. 
The crafts must also go through a examination 
every 18 months to keep its certificate. To get a 
certificate cost about 12,000 credits to keep the 
certificate it cost 5000 credits. There is possible 
to hold certificate from several factions, but 
only the certificates from Thirz, Thoengling 
and Zhodani are of any real value. However the 
other states, do also require certificates, but 
their tests and screening procedures are not up 
to the standard in the above mentioned states. 
The price of those certificates are high 
compared to the value of it. The price ranges 
from 8000 to 20,000 credits with renewal fee 
of about half that each year. 

Non-aligned Vargr worlds do usually 
not have certification systems, they hold the 
main certificates in quite high regard, and gives 
the holders of these certificates little fuzz. 
Corsair's Den are maybe the faction that gives 
a damn in where the craft comes from. Ruled 
by the once widespread Kforuzeng corsair 
band, the faction keeps to its name. You can 
sell almost anything here, no one asks where 
the merchandise comes from. And if you want 
to buy something this is the place to be. Even if 
the lawlevels are quite high on one of the 
world, there is usually no problem to get 
whatever you look after. You just has to find 
the right people, and the lawenforcement looks 
the other way far as you don't make trouble for 
the citizens of the system. 

As it has been thougher to get a craft 
legally, many new aspiring owners steal the 
crafts from others. Just by crossing a border 
you can escape procecution. Taking a stolen 
craft to Corsair's Den are maybe the easiest 
route. If the craft is stolen from a Thirz Empire 
registrated merchant going to Society of Equals 
(SoE) is a good number two when these two 
factions do not go well together. The only re- 
quirement is that you can prove that you have 
not stolen the craft from other belonging to that 



Gvurrdon sector is one of the most 
dynamic Vargr sectors in charted space. It is 
also the sector which has had Vargr presence a 
long period of time, compared to other sectors 
with Vargr presence. This area of space has 
been shaped by the close presence of the 
Imperium in its time, and by the Zhodani. A 
host of Minor races are also present, making 
this sector a cockingpot for adventurers. The 



faction. SoE do got got quite strict screening 
procedures, but when they test ships that are 
stolen from Thirz, they are somewaht lax about 
it, and the price to get the certificate is cut in 
the procedure. Same with Corsair's Den, but 
the price is quite stiff, but then again they don't 
care where the craft comes from. 

A new way of getting a craft is to 
travel into the wilds and apprehend a working 
craft there. To date no one has returned with a 
working craft. At least not alive. But this is not 
known, when no one would actually admitt 
they got a craft from the wilds. They would 
likely loose it to the quarantine until hell 
freezes over. Someone with this kind of plans 
should have both a lot of money, and high 
Charisma to get other to follow him into this 
crazy stunt 

For Virus protection Regency views 
SoE as the weakest link. This is due to that it 
does not go well with Thirz Empire. Thirz 
Empire has its guard up. Something that both 
Regency and Zhodani has seen to. Thirz 
Empire got a large fleet of naval ships to meet 
any Virus infected ships. Crafts that do not 
have the correct codes will immediately be put 
under quarantine, and movement restrictions. If 
the craft do not follow instruction it will be 
destroyed without warning. SoE views the 
naval build up in Thirz Empire suspiciously, 
diverging naval and intelligence resources to 
monitor Thirz Empire than watch out for the 
Virus. Thoengling on the other hand is 
commited to the bone. Loosing most of its 
territory due to an accident, they don't want 
that to happen again. 

Vargr ships proven easy to infect, but 
luckily enough the haphazard maintenance of 
the crafts made Vargr vampire ships a lesser 
threat. Prone to breakdown more often than 
not, the Virus progressed slowly. And Vargr 
unwilling to coopreate with electronic minds 
due to the non-Charismatic nature of the Virus 
made it difficult to get crew to the ships. As the 
standard of the ships increased by demand 
from both Regency and Zhodani the Virus 
found it more and more difficult to infect new 
ships as the old ones broke down. Still 
Regency view the coreward border carefully, 
expecting a breakthrough any moment. Only 
the future will tell if the Virus has been closed 
successfully out of what remains of Gvurrdon. 
an 



first explorers reached Gvurrdon about -2900. 
There has been presented evidence of earlier 
expeditions, but many do disclaim these 
evidence, when they are not been investigated 
in full. 

As the time went by, interstellar em- 
pires rose and fell. The only interstellar 
government that can boast at least 800 years of 



History of Gvurrdon Sector. 

By Roger Myhre 
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existence is Society of Equals (SoE). However 
as with the old Imperium, this group can't 
show a record of having one type of rule all 
this time. The old Imperium was somekind of a 
feudal government with the Emperor or 
Empress at the top. SoE has had its borders 
changing constantly. The central government 
changed just as often, along with its name. In 
800 the SoE formed the government it has 
now. However from this period up to now, the 
rulers has shifted just as often as before. The 
only thing that has been consistent, is the 
constitution of the state. 

From lllltolll6 SoE had a bloody 
war with Thirz Empire, which is an interstellar 
monarchy. The new king at that time did an 
excellent job rallying the troops when SoE 
attacked, winning the war at the end. The years 
after the war the relation between these two 
worlds was tense at the best. In 1126 some of 
the worlds that Thirz managed to conquer was 
handed back. Prior to this many of these 
worlds had revolted on Thirz. Some wanted 
independence, others wanted to be handed 
back, others wouldn't. It all was settled with 
democratic voting. Something that was 
difficult on the worlds that Thirz had taken. 
The archives didn't list all the adult citizens as 
voters. A long and difficult job it was to sort 
out this, because those who where voters didn't 
want the non voters to get voting privileges. 

In the middle of all this Rukh and Anti- 
Rukh clashed in a war that left deep marks in 
the society of both groups. Anti-Rukh did not 
have a chance repelling the attack, when Rukh 
outnumbered them at least 15 to 1. However 
undercover groups inside Rukh managed to 
pull off a lot of destructive terrorist acts that 
shock the foundation of Rukh. The war itself 
lasted only a couple of months, but the mopp- 
ing up took nearly a year. And even today 
Okozarrga (1336) is still a radioactive globe, 
glowing with its own radiation. 

In 1160 Rukh experiences internal 
difficulties. Political historians speculate that 
when the Anti-Rukh was removed, the rulers 
did not have anything to gather the populace 
against. Before the Rukh War the populace was 
aligned against Anti-Rukh. Now that presence 
was gone the population started to look 



inwards and complain about several things. 
Sophont rights was one of the major issues. A 
civil war broke out short after. Luckily enough, 
most of the fighting was done in space. 
Various fleet commanders and admirals 
thought they held the answer, and with their 
Charisma they managed to recruit a lot of 
young aspiring Vargr. As the fleets held 
control over space the worlds themselves 
didn't fight much with each other when they 
actually had other objectives than the fleet. 
When the fleets had expended most of their 
strength in useless fighting, a lot of officers 
experienced their Charisma coming crashing 
down on their heads. 

The central government of Rukh was 
reduced. What remained of the fleets started to 
look for supporters in the various worlds. Thus 
Worlds of Leader Rukh started to fall from 
each other. Several small states did form up. 
And several worlds did also become independ- 
ent, or did not link up with someone in fear of 
getting attacked by the others as reprisals. 

In this environment the Kforuzeng did 
find a lucrative market. When the fleets had 
expended most of their strength, a corsair band 
could operate quite safe. From 1160 to 1165 
they contract out forces to various faction, 
being careful not to end up on both sides of the 
conflict. In 1 165 they decided to move into one 
of the faction in all. The faction did hold quite 
a lot of resources, but the political, and military 
will and strength had been diminished in the 
conflicts. Kforuzeng that had been looking for 
a new central base since the old one got blown 
up by the Regency navy in 1 130, moved in and 
took control over the government. This has 
increased the popularity of Kforuzeng among 
other corsair groups. 

In 1172 Gvaeknoks did the same as 
Kforuzeng. They had experienced more and 
more problems with the relation between Thirz 
and SoE. Trading between these two groups 
became more and more problematic. The two 
groups believed that Gvaeknoks spied for the 
other side. Thus the Gvaeknoks looked for a 
new base to place their headquarters. They 
ound one of the splinter groups of old Rukh 
being a prime candidate. They took control 
over the government by erecting the runaway 



economy. They did become so popular that 
they managed to get control over the governm- 
ent. They soon called themselves Gvaeknoks 
Trade Union. New trade routes was 
established. 

This part of space is still a place of 
skirmishes between the groups, but they are 
rather limited. The Zhodani has made their 
presence in this part of space more visible, 
protecting their interest. The two largest 
enemies are the Kforuzeng controlled The 
Freedom League Also called Corsair's Den and 
Gvaeknoks Trade Union. These two has 
weekly skirmishes with each other. Something 
that makes travel among these two a bit risky. 

The news about the Virus, and the 
diplomatic pressure from Regency about the 
same thing made the factions for once pull 
together (sort of) to prevent a disaster. Very 
little effect reached Gvurrdon at all. Trailing 
parts of Thoengling Empire lying in TuglikM 
sector experienced some damages in 1140, but 
because of the forewarning from Regency the 
damages was minor. Thoengling has always 
had good relations to the old Imperium, and 
foster now good relations with Regency. A 
freak accident in 1146 nearly wiped out 
Gvurrdon as a political factor in the Spinward 
area. A small group of Vampire ships managed 
to penetrate the defenses in Thoengling, and 
within weeks the Capital feel to the vicious 
Virous. The Thoengling had to withdraw, just 
sacrificing worlds in the process. Whats left of 
Thoengling is just a handful worlds. And now 
they are really committed. A snafu like this are 
not going to be repeated, and the naval 
presence here is heavy. No one is admitted to a 
world without rigouros search and quarantine 
for uncertified vessels. 

Even for the Virus threat, the factions 
did continue to fight among themselves as 
usual, but by pressure from Regency, the fac- 
tion stopped to use ABC weapons (Atomic, 
Bacteriological and Chemical). There has been 
reported nuclear weapon use in Gvurrdon, but 
then those have only been reported used in 
space. And those reports has not been 
confirmed either, aa 



Aliens in Gvurrdon Sector 



By Roger Myhre 

As most other places in charted 
space, the universe is teeming with life. 
Gvurrdon is no exception. I have thus 
decided to make a short run down on the 
minor races that are present in Gvurrdon. 
Bear one thing in mind, none of this are 
official to date, and I do not know if there is 
any official minor race present in 
Gvurrdon. So if any of you out there got 
any modules explaining minor races in 
Gvurrdon I would like to hear from you. 

The number of minor races in 
Gvurrdon isn't large. Neither are they well 
known when most of their worlds are 
dominated by Vargr presence, or rulership. 



KatI*'IatI 

The Katl*'latl is an amphibian race 
that are able to live on land as in water. The 
combined gill and lunge system sees to this. 
However they may not stay on land too long or 
they freeze up, as their planet got temperatures 
in the far sub zeros. They are about 1.5 meters 
high. A bit stocky, but quite agile. On the head 
and back they got a sand colored fur that are 
impregnated time to time to prevent it from 
getting wet. Elsewhere they got black or dark 
grey leathery skin. Their hands have 6 digits 
each and 2 thumps on each hand. The digits got 
5 joints, and are webbed out to the fourth joint. 
Their legs is configurated as human legs, but 
they got 3 toes which are fairly long. The toes 
are webbed. They got flat noses and two eyes 
that are spaced far from each other, giving an 



effectively 210 degrees field of vision. Their 
vision is not as good as human. Their hearing 
is another matter. They are capable of hearing 
sounds that are in the deep sub-sonic. 
Underwater the KatF'latl navigate with smells 
and sonar. They emit high frequency pitches 
that reflects back to them, just like Dolphins. 
Underwater this may also be used as weapon 
against small targets as fish. Communication 
underwater is made by sub-sonic sounds that 
carry well in water. On the surface, they use the 
same language, but the pitch is changed so that 
it goes better with the thin air. 

Katl*'latl may move around in differ- 
ent environment, but they got some physical 
limits. Gravities higher than 1.3 may be 
harmful for them. So is temperatures above 
24 'C. Water temperatures at this level are 
avoided at all cost. In air this is somewhat 
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easier to avoid by donning suits when travell- 
ing off world. If the Air temperature is between 
-1 and -40 degrees Celsius they produce anti- 
coolant liquid that is pumped into the 
bloodstream. They can operate outside in lower 
temperatures, but only a few minutes. 

Bwampbs 

This race is bizarre, not only that, but 
the world is utterly hostile to most other races. 
Evolved on a world with temperatures in the 
far sub zero range, has trapped this race on this 
planet. That has not however stooped them 
from making their own space program. 

They breath a mix of Hydrogen and 
Chlorine. Something that would normally 
classify them as an active race, burning energy 
at high rate. However this is not so with this 
race. They are large weights about 400 kilos 
each, the female is a bit larger. They are 
carnivorous, with a different method of getting 
food, than other carnivore races. It uses 
Psionics to trap its prey, which are eaten alive. 
This easy hunting method forced them to adapt 
when their prey got scarce. Thus they began 
with domesticating of food animals. This lead 
to their introduction to sentience. Contact with 
Vargr later on, improved their technology. 

Their skin is leathery and yellow, with 
a iridescent green tinge, they got 2 eyes look- 
ing straight forward, but their eyesight is rather 
poor. They are good at detecting movements, 
but for detail study they are not good enough. 
They got six limps, the forward pair has 
evolved into arms, which are a bit stocky, mak- 
ing their appearance clumsy. Their head is 
small, apparently too small for such a large 
body. However their brain is not situated in the 
head, but in the chest cavity. The lack of brain 
in the head makes it rather flat and narrow, 
with two radar dishes standing out from the 
sides, which actually are their ears. Usually 
they don't wear clothes, but for ease of 
identification for off worlders, they wear a 
colored bandolier over their shoulder. 



Jaylay-yay 

An amphibian race, that uses most of 
its time on the surface. Prior to contact with 
Vargr, they had developed only rudimentary 
technology. A few places had reached early 
iron age. 

This race has one rare ability that has 
not been observed in a such advanced race. 
And that is the ability to give electric shocks. 
But this does not mean that the Jaylay-yay is 
immune electric shocks themselves. If the 
target is insulated, it will backfire. In water the 
target just has to be close to the Jaylay-yay to 
work. However the effect is then 360 degrees 
out from the Jaylay-yay. 

The Jaylay-yay is omnivorous. They 
are lightly built, massing an average of 75Kg. 
They got 4 fingers on each of their two hands. 
The hands are webbed, but not all the way out. 
Their toes are not webbed at all. Their head 
holds four eyes configurated such that the 
upper pair is the only part that is above the 
surface when they swim in water. However 
studies show that the upper pair has been 
weakening over the generations, due to disuse. 
Their skin is scaled like a fish, but near the 
joints it goes over to more leathery substance. 
Their color varies from all the colors in the 
rainbow, something that makes it easy to tell 



the individuals apart. 

Xienner 

This race comes from a world which 
are fairly warm, and got quite high air 
humidity. Much of the planet is covered by 
large forests and jungles. The Xienner 
descends from a stock of omnivorous primates, 
just like Humans. Although for this similarity, 
there is no way there can be confusion between 
Humans and Xienners. 

Xienners got slim graceful bodies. 
Their average height is about 180cm. They got 
a 150cm tail. They are bipedal with digitigrade 
legs. Their forelimbs are long and slender, with 
5 fingered hands. Their body is covered with 
fur which are white or golden, with shades in 
between. Their face looks somewhat like a 
baboon, but covered with short and stiff hairs. 
The nose got long whiskers. The tails is good 
enough to pick up items like bags and key 
rings and the like. However it is not capable to 
carry much weight. 

One thing that is unique to this race is 
their shape change ability. They are not shape 
changer in the meaning that they can alter their 
features from original shape to sludge or a 
human. But they can change their shape so that 
the body, limbs and the like get configurated 
better to do the work at hand. This ability is 
controlled by an enzyme that is let out into the 
bloodstream. The ability to generate more of 
this enzyme diminish with age, so old Xienners 
can't shape change at all. 

This shape change would have made 
them perfect soldiers, but they are friendly and 
peaceful. Their culture is closely related to the 
nature, even for their high technology. Killing 
can only be done in necessity. This has made 
them the perfect diplomats, which are sought 
after in Gvurrdon and surrounding areas. 
Another feature is the total lack if Psionics. 
They can't utilize psionics at all, and try to 
mindread them is futile. 



Tirril 

An avian alien race. The Tirrils lives at 
TL 0. Which would classify them as barely 
sentient. The Vargr which first took contact 
with them, hunted them for their fine feather 
hide. But when it became evident that the birds 
were sentient, all hunting ceased. The Tirrils 
are protected from hunting. Any killing of a 
Tirril for their hide is penalized with death. 

The Tirrils are about 150 centimetre 
high, and got bright colors from blood red to 
deep navy blue. The chest and abdomen are 
generally white or silver grey. They got a 15 
centimetre long beak like a gull and powerful 
claws they use to dig in the earth for Lummi 
roots or insects. 

What's curious about the Tirrils are 
that they have excellent mathematical 
knowledge. Some are so good that they can 
calculate the jump coordinates and data for a 
distances up to one parsec without the aid of a 
computer. Some Vargr merchants use Tirrils 
onboard their vessels for entertainment and for 
their excellent mathematical skill. 

Tirrils are popular in various parts of 
Gvurrdon for their beautiful sing song skills, 
and are often employed at taverns and inns for 
entertainment. 



When the Tirrils are lacking 
manipulators they usually do not wear clothes 
or use tools. However a few Vargr corporations 
have built waldos that the Tirrils may use. 
However few do make use of the waldos when 
they constrain them from flying. 

Ungrest 

This race descend from a desert dwell- 
ing carnivore. It got a thick hide, almost chitin 
like in substance. They are somewhat hunched. 
When rolled up they are totally hidden behind 
their shell like back, which gives them very 
good protection. Their appearance is almost 
insect like, which can scare the hell out of 
unwary travellers. They are quite small and 
stocky, but not clumsy, even when they may 
seem like it. Even before the Vargr contacted 
this race, they had acquired tech enough to start 
a space programme. The first contact with 
Vargr, and Humans accelerated this process. 

They claim to have developed jumpdri- 
ve on their own, but this has not been 
confirmed. However they are not able to use 
the jump technology to its fullest. So in this 
field they are still on tech 9. The reason for this 
is that the Ungrest can't survive the jump for 
some strange reason. But the Ungrest do use so 
called unmanned jump launches, which 
actually are crafts ranging from 100 to 300 ton. 
These are used to move supplies fast through 
the system, and to the neighbouring system 
that they have started to colonize. The Ungrest 
move through interstellar space with SLD 
ships, powered by a ram scope. 

The Ungrest is quite aggressive, but 
not outright hostile. Various merchants do 
trade with them, but any technology is unavail- 
able, when it is much specified for the race. 
And the Ungrest is unwilling to sell out techno- 
logy to inferior traders. This might stem from a 
paranoia that they are afraid of that the tech 
might be turned against them. However there is 
possible to buy lot of other non-technical stuff 
like foodstuffs, and art. 

Bzruellokh 

This race stems from an world which 
are quite chilly, which explains their heavy 
built due to insulating fat. Descendants from 
omnivore/gatherers which evolved on the great 
steppes of this planet. They are massing about 
95kg, the females a bit less. Their legs are short 
with broad feet, that prevents them from sink- 
ing too deep into the snow. Their early 
forefathers had quite a lot of body hair, which 
disappeared when the Bzruellokh started using 
clothing to protect them further from the chill. 
Their arms are long, reaching down to the 
knees when they stand upright, and powerful. 
Their skin resembles that of a human, but is 
rougher and thicker. The skin color ranges 
from white to yellowish. Their arms and head 
is covered with thick white hair. The face holds 
two small eyes which are set deep into the 
skull. The ears resembles that of a rabbit, but is 
a bit broader. 

From what is usual among other races, 
Bzruellokh does have a peculiar rhythm. Their 
pre-sentient ancestors hibernated during the 
winter, gathering food in the summer. Thus 
they almost never sleep half of their local year. 
In a modern society this is quite difficult, but 
this hibernating are still being done. But the 
cycles are more controlled, so that their society 
still works, even in the winter. Their starships 
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Worid 


Hex 


UWP 


Codes 


PBG 
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Race 
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E638688-7 
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M9 V 




IvalL loll 


Angudh 
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Bwampbs 
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FlSi 


343 VI 
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Jaylay-yay 


Raezarourkollarrakhs 
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C466634-B 


NiSi 
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Xienner 


Tirrokoelaegz 


1821 


B463645-A 
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F4V 
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Tirril 


Aellaesgvarzath 


2128 


A231365-G 


LoNiPoO:2129 210Va 
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Gaekloungoeizaghun 


2129 


A697A78-G 


Hi In Si 


834 Va 


F4V 




Ungrest 


FaeKodh 


2536 


D445313-7 


LoNiSv 


301 Va 


M4V 


MID 


Bzruellokh 


Ozago 


3107 


C331731-7 


NaPoSi 


501 Va 


MOV 


M4D 


Opliaraz 



Note that these stats arc updated to TNE (1200 Imperial). Do also note that system 2 128 has no 
native aliens, but that race from 2 129 has colonized 2128. The codes: Si stands for Native Sophont race in 
control of Government Sv stands for Native Sophont race, but Vargr in control of Government. 



Power groups in Gvurrdon 



got special hibernation modules, for crew or 
owners that are due for they hibernation cycle. 
The fact is that the Bzruellokh gets sick if it 
can't hibernate over certain period. Drugs can 
prolong the wake time between hibernation, 
but are used sparingly. 

Opliaraz 

Descendants from omnivore 
scavengers that was cave dwellers. The latter 
has given them sight that spans from visible 
light to the infrared spectrum. They got large 
black eyes. Matter of fact the pupils are the 
only part of the eye visible. Their size is small 
compared to humans, with an average height of 
145cm. They got bat like ears that can be 
moved towards a sound. This coupled with 
their wide field of vision, that is 220 degrees 
gives them a superior surveillance capability 
compared to most other sentient races. 

Their society is built around the family, 
which forms a clan. When the Vargr contacted 
these the first time, they were hunted for their 
fur. Even when they had advanced into the iron 
age. This hunting was stopped some hundred 
years ago, by a group of resourceful explorers. 
However the Opliaraz is still xenophobic about 
outsiders. Those who wants to do business in 
this system should do it through the Aelluengh 
Mercantile Company, which is the only 
company the Opliaraz will trade with. The re- 
ason for this is that the Aelluengh is owned by 
the ancestors of those who helped the Opliaraz 
from extinction, no 




By Roger Myhre 

Gvurrdon are filled with different 
political factions and groups. All got their 
own agenda, and goals for the future. This 
makes it a different place than most other 
sectors in charted space. The different 
outside groups as Zhodani and Regency add 
to the confusion. The alliances among the 
groups are also difficult to understand at 
times. 



Allez 

Remnants of the old Rukh alliance. 
The Rukh party tried to hold off long as 
possible, but when the break did come, they 
lost all control. After several years of internal 
fighting, a loose group of aristocrat managed to 
get some land of control. The alliance is now 
ruled by the aristocrats, but the worlds got 
some self rule to a limit. They might not pass 
new laws without the Allez government gives 
them permission to do so. They have over the 
last years worked with improve their relations 
to the surrounding factions, among those 
Regency. Zhodani already got an embassy 
here, from the time Rukh existed. 

Church of the Chosen One 

This quasi-religious sect has been 
diminishing the last 50 years. During the 
Rebellion, and shortly after it registrated a 
small increase in popularity, but the advent of 
the Virus changed the opinions again. As a re- 
sult of this they have closed most of their 
centers, turning their resources into finding the 
Ancients, to prove once and for all that the 
Vargr is meant to inherit the universe after the 
Ancients. 

Dzen Aeng Kho (Society of 
Equals) 

A military ruled society, where the 
citizens must be rated Equal before they can 
get voting status, or enter certain careers. To 
get rated as Equal the citizen must go through a 
test, which can be dangerous. This test is taken 
at age 16 usually, but it can be taken later. 
Non-Equal citizens that did not make the test 
might be rated Equal later if they perform 
excellent in their line of duty. And this is 



usually in the military services. SoE do also 
keep slaves, but they may not be mistreated. 

Gvaeknoks Trade Union 

Formed in 1172 when Gvaeknoks got 
fed up by the trading difficulties between Thirz 
Empire, and Society of Equals (SoE). A new 
base had to be found. The break up of Rukh 
gave the right opportunity to establish a base 
where Gvaeknoks could keep a political 
presence without losing control. The 
Gvaeknoks Trade Union (GTU) was formed 
short after. Gvaeknoks holds the control over 
the interstellar government, but the worlds 
themselves maintain their own government. 
Gvaeknoks got even more popular as it 
invested in different projects to build up the 
local economy. Thus Gvaeknoks can buy 
cheap and sell expensive to worlds outside 
GTU. 



Kedzudh Aeng 

Formed originally to hold corsairs at 
bay, but formed the Glass Bond alliance with 
Kforuzeng in 1116-17. Imperial analysts 
concluded that this bond wouldn't hold for 
long, but they were wrong. After the campaign 
in Spinward Marches was finished, Kforuzeng 
started to look for new markets. Kedzudh 
worked for improving its relations to Regency. 
Kedzudh are still a loose alliance, with the 
worlds handling their foreign policy on their 
own. Only the near presence of the virus do 
keep them together today. 

Noerrgh Confederate 

A dissident group lead by Noerrgh 
started to get popular in 1 178. By two years it 
has spread to near lying worlds. Noerrgh 
wanted to disband the monarchy of Thirz 
Empire, but the Royal Thir Family resisted. 
Armed conflict broke out, but an armistice was 
reached in 1182. Noerrgh Confederate is 
actually a wobbly alliance. They don't seem to 
manage to agree on a single item. The only re- 
ason that it still exist might be that Zhodani got 
some control, with help of Thirz Empire, over 
the group. Why Thirz has not moved in and 
taken control is not known. 
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Oberlindes Lines 

A Spinward Marches based trade 
company. They are maybe the best traders in 
the sector, not counting Gvaeknoks. As the 
peace has been spreading through the rimward 
reaches of Gvurrdon, Oberlindes are looking 
into reopening their base at Triad, that got 
closed in 1117. Further expansion into 
Gvurrdon are also planned, but there is a few 
problems. Kforuzeng got quite a presence in 
the rimward portion. Economic analysts just 
wait on the day that Emissary, Oberlindes trade 
cruiser will clash with the light cruiser of 
Kforuzeng, Ozarr. Gvaeknoks do also close 
their borders for Oberlindes, making a 
coreward expansion difficult. 



Regency 

Doesn't have any direct presence in 
Gvurrdon, but keeps emissaries around in the 
different groups to know what is happening. 
They got best relations with Thoengling and 
Rueks Legacy. The relations to Kedzudh and 
Ve Ekhlle Ksafi are also softening up. 



Rroerz Uerra 

This is actually what is left of Anti- 
Rukh coalition. When the Rukh war was over, 
these worlds rebuilt their society. Helped by a 
Zhodani backed Rroerz political party. The 
Zhodani presence has been fading the last few 
years, but still there. 

Rueks Legacy 

One of the splinter groups of old Rukh. 
They hold a small base, and try to stay out of 
trouble. To protect their worlds, they have 
hired ships from 40th squadron. Repeating 
raids from Corsair's Den saw to this. 



The Freedom League 

Also called Corsair's Den by outsiders. 
Kforuzeng has control over this alliance, even 
on local world government level. However not 
full control. Kforuzeng tried to take full 
control, but found it too difficult, and that they 
could loose Charisma on it. However after 
Kforuzeng took over the situation on the 
worlds became actually better. Many corsair 
groups sought to Kforuzeng after this. Corsairs 
that visit this place can come and go as they 
like, far as they do not break any rules here. No 
one asks questions where the wares comes 
from. The trade taxes are also quite low. 



Thirz Uerra 

An Interstellar Monarchy formed with 
the help of Zhodani. The worlds got 
independence in that way that they can choose 
their own local government, but the monarchy 
with its appointed governors do the interstellar 
policy. This part of Gvurrdon holds a large 
percentage of the Psionic capable Vargr. They 
fought the Equality war against SoE from 1111 
to 1 1 16. Where upon SoE lost much territory. 
It maintains good relations to most factions in 
Gvurrdon, excepted for SoE, where a cold war 
status is at hand. 



Thoengling Raghz 

Has always had good relations with the 
Empire, and continue to nurture this through 
Regency. It is maybe the interstellar state that 
has suffered most from the Virus. First they 
managed to keep it at bay, but a breakthrough 
forced the Thoengling Navy to withdraw. The 
Capital was lost in matter of weeks. Now there 
is only a handful worlds left from this state, 
which once was the biggest is Gvurrdon. 



Ve Ekhlle Ksafi (40th Sqrn) 

One of the alliances that participated in 
the FFW against the Imperium in 1107 to 
1110. The government is a strict military rule, 
but the individual worlds has gotten more to 
say the latest years. The reason for this might 
be by the pressure from Regency because of 
the Virus. Ve Ekhlle Ksafi doesn't like 
Regency much, but it is not strong enough to 
make a dent in Regency's armor. The fleet 
capability of Ve Ekhlle Ksafi has been built up 
over the years, but still small compared to other 
groups. 

Zhodani 

Their aims for the Gvurrdon sector has 
changed over the years. As their long time 
allied Rukh disappeared, Zhodani had to move 
in with force to prevent that Zhodani owned 
industry didn't get caught in the middle. 
However they was not able to prevent that 
Rukh broke up, maybe for the best. As Zhodani 
sought after to control the groups along their 
border to keep them safe, it got easier now that 
the tension in this area of space loosened. It did 
also get easier to deal with the different worlds 
after Rukh disappeared. Zhodani has opened 
quite a lot of trade missions in Gvurrdon the 
latter 20 years, an 



Insignias of Gvurrdon Sector 



The Freedom League 




Ve Ekhlle Ksafi 

Based on insignia from GDW's 
game Fifth Frontier War. 



Thoengling Empire 



Made after the insignia suggestion 
to Martin Owen, in AABP #14 




Church of the Chosen One 
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0104 CBA810C-8 Z Lo Hi PI 

□112 B6386BB-7 Ni Si 

0113 B00D98C-A Hi No In As 

0130 A683S75-C Hi 

0131 B6575B6-B Ag Ni 
0137 D559426-3 Ni 
0202 B666558-8 I Ag Ni 
0205 B646730-8 Ag 

020B B4BDG53-8 Ni Ri Do 
0212 D889737-2 

0215 B88B554-B Ag Ni 

0216 B200A72-C G Hi Na In Va 

0220 B7A5542-B Hi PI 

0221 B98A8BA-8 G Ri Wa 
0223 A9C4000-B Lo Ba Ni 
0226 E73987A-3 

0230 B334210-D Lo Ni 

0231 B0Q0762-B Na As 

0232 8100A99-C Z Hi Na In Va 

0233 B43677B-C 
0235 S6266U-7 Mi 

0239 B69B542-B Ag Ni An 

0240 A341410-B Ni Po 
0306 C6746S3-B Ag Ni 
0309 8300687-9 G Ha Ni Va 
0317 B793ACO-D Hi In 
0323 B673878-A 

0325 B6A4896-8 PI 
0327 B685233-B Lo Ni 
0329 A247245-A Z Lo Ni 
0334 B46511Q-9 Lo Ni 
0337 B5B3554-A Z Ni 
0339 B334579-C Ni 

0401 B7A778A-B Fl Si 

0402 A3S2614-D Ni Po 

0403 C352215-6 C Lo Ni Po 
0405 BOQ0657-C C Na Ni As 
0407 B300314-9 Ni Va 

0410 B100A99-C G Hi Na Va 

0411 B43677B-B G 

0419 D433640-6 Na Ni Po 
0422 A11010G-D Lo Ni 
0425 C8B4B54-B Fl 
042G B254300-B Lo Ni An 
042B C5A179C-5 Z Fl 
0430 B63ASBB-A Ni Wa 
D433 B677732-S Z Ag 

0438 D7A7655-6 Ni Fl 

0439 A000412-G lo Ni As 

0440 B767658-5 Ag Ni Ri 

0502 X685000-0 C Lo Ba Ni Hi 

0503 B736467-A Ni Oi0402 

0504 B63S359-9 Lo Ni 

0505 A577S26-C G Lo Ni An 
0512 A481426-B G Ni Cx 
0517 B63A410-A G Ni Ha 
0525 A693530-A Ni 

0528 C794459-9 Ni 

0529 BS96455-7 Ni 

0535 B000331-C Lo Ni As 

0536 B86A346-4 Lo Ni Ha 

0537 C6S9337-5 Lo Ni 

0538 CB9A225-9 Lo Ni Ha 

0539 B330479-B C Ni Po Da 
0613 B9C5533-9 Ni Fl 

0618 B276445-5 Ni 

0619 DAC8787-9 PI 

0625 C502BCB-8 C Na Ic Va 

0629 B657445-6 Ni 

0630 B370499-A H Ni Da 

0633 A454420-9 Ni 

0634 D326974-9 

0635 B441455-B 
0639 B436352-B 
0703 C7B8759-7 
0709 B45077B-A 

0719 B436113-D 

0720 B977B8C-8 
0725 B582574-9 C Hi 

0727 B5S4853-7 

0728 B436445-C Ni 

0729 BB65253-7 

0730 B5A487A-A 
□735 B89B537-6 

0736 BG6A425-9 

0737 B7A6B86-B C PI 
0739 C35874A-7 Ag 

0803 D1D0000-0 Ni V 

0804 B878245-6 

0807 C87A532-S Ni Ha 

0808 B58B78B-5 Ag Ri 

0809 A000100-D G Lo Ni As 
0815 84S5B98-9 Ri 

0B17 B302632-9 Na Ni Ic Va 

0821 B7569S6-C Hi 

0B24 B6B88DS-7 C 

0832 D343534-6 C Ni Po 

0901 B886639-4 Ag Ni Bl Hi 

0904 X1000QO-0 Va Ba Hi 

0908 B866553-9 Ag Ni Cx 

0926 C636627-9 Hi 

0929 A00079C-P G Na As Cx 

0930 BAD48AD-6 Fl 

0934 A65A2S5-A C Lo Ni Ha 



Hi in 
Ni Po 
Lo In 
An Bl Wi 
Po Da 
Lo Ni 



Lo Hi 



Ag Ni 

Ni Ha 



Lo Ni Bl Hi 



912 Vb M9 V 

212 Vb HI V 

420 Zh G3 II Ml D 

205 Zh H4 V 

214 Zh Kl IV 

9D2 Zh Ml V N9 D 

822 Zh F0 V 

610 Vb Hi V M7 D 

601 Vb K2 V M0 D 

325 Vb K6 V 

402 Vb M6 V 
724 Vb M3 V 
622 Vb P6 V 
824 Vb K0 II 
710 Zh Kl V 

403 Zh G7 V NO D 



. Ill 



811 ; 

923 : 
721 Zh H3 V 
B25 Zh F3 IV 
BD3 Zh P5 V 
301 Zh M0 V 
103 Va MS V 

201 Vb M7 v 

310 Vb K9 V M0 VI 
410 Vb H3 V M3 D 
703 Va M3 V 

322 Zh G5 V M4 D 
210 Zh M0 V 
401 Zh K0 VI M2 D 
801 Zh K7 V M4 V 
115 Zh K4 III 
721 Va M7 V 
B03 Va Kl VI 
203 Va PO V 

311 Va M4 V K2 D 
920 Vb K6 V 

924 Vb M4 III 
222 Vb M3 V 
B21 Vb F6 IV 

701 Vb Ml V 

202 Va K0 V 

233 Va F7 V MS D 

524 Zh M0 III 

201 Zh K3 V Ml VI 

221 Zh Gl V 

610 Zh G2 V 

220 Va K8 V M7 D 

401 Va M2 V M2 D 

103 Va M3 V 

110 Va M3 V Ml D 

110 Va F0 V M4 D 

220 Va P3 v 

710 Vb A3 II K5 V 

702 Vb K6 V M3 D 

433 Va M9 III 
820 Va M4 V 
B23 Va G9 V 
721 Zh A8 V 

701 Va F7 V M9 D 

501 Va M4 V 

211 Va M3 V 

501 Va M0 V 

303 Vb K6 V N6 D 

812 Vb K2 V 

534 Vb 08 V 

610 Va M0 v 

210 Va F8 V M0 D 

112 Va H3 II GO V M7 VI 

210 Va Ml V 

922 Zh P2 V 

223 Va M3 V 

221 Va K5 V 
B14 Va P6 V 
302 Vd M4 V 
510 Vb HI V 
220 Vb 63 V 

301 Va M4 V Ml D 

302 Va KO V M9 D 
302 Va M4 V M6 D 

421 Va K3 V 

224 Va F7 V 
802 Va Ml V 
310 Va M3 V 

434 Va G4 VI 
420 Vo P3 V 
023 Va M4 V 

310 Va K2 V M6 D 

322 Vd A8 V 

810 Vd G7 VI 

420 Vd M2 V 

102 Vb M4 V 

901 Vb M4 V M9 D 

503 Vb N4 V 

724 Va M4 V 

210 Va K2 VI 

810 Va K3 VI MB D 

003 Va K0 V M5 D 

901 Vd G5 VI N4 D 

723 Va N4 V 

B10 Vg F9 II 

102 Vg G2 IV KB V 

422 Va F0 V 



Saksoukuer 

Noridhuaraang 

Luorrgnudhlaarz 

Gzonough 

OkskEul 

Tonga Bsodho nga al 1 

Gagvouk 

SaBll 

Inghinf udtolor z 

Zaanluakagza 

Aksugzoal 

Ruaskhen 

Tausng i ng agu ska atho 
Lou Its A ok 

Allous 

DzarrdhaksB 

Darrugsug 

Vonghos 

Tagath 

Ra Bzar o u r ko 1 1 ar r akhs 

Langaaeoukoa 

KoakhaB 

Ogotelloegzllig 
Aeggiks 
AkEukh 
Uakongul 1 
Ngoarrgh 

ABdhar 

Voullatu ang 

Udaathaan 

Ktorraknua 

Uarxthu 

Kukhvu 

Rinvo anger razodhae 
Va Bgho va ng ug h 
Pirullvorzkokh 
Asgadh 

Soarkon Aath 

Dha agho er zeo a 

AkhaBdag 

Sethgnakh 

OfcEozarrga 

Thoghaszaa 

Dzuarongvoa 

Urkhaksadh 

Lling 

Oasar Gin 

Dha 11 or ag 
Kfolaell 
Ogvasoakha 
Orz 

Pag va onghu anou t s 

Dharrgkhaksuzarorrdzuai 

Oungaghuegue 

OhuBks 

Moan Dzi Qna 

Roodz 

Gikhs 

Thadzlaksak 
Ngaangza Duogha 

Kaneldhuellough 
Ghankarongolu 

DhaBngaa 

Iloungrraagzer 

Gaknau Vol 

Illkarkunotoa 

Taeksoudhagnou 

Ougzsaeg 

Users 

Okfitos 

Zuarrguall 

Rirrrronggzarzoall 

Llour south 
Ungan 

Toou ndu sk E agun 
Ousa Pa eg 

Br zt hung 
Uthith 



Tirrokoalaagz 

LurraengEangnoksas 

Vaersngurr 

Porrodhkhokh 

Ts angg vak ad z ong 

Osu akho 

Dhallos 

Gnoengungog 

Dianzaega 



0935 B5727AC-6 Mr 
0937 B3008C7-B G Na Va Cx 
093B B431334-B Lo Hi Po 
0939 C47778C-6 Ag 

1009 B657337-7 G Lo Ni 

1010 D524B42-4 Na 

1014 B661953-9 Hi 

1015 C435379-6 

1023 B9AAS87-C C Ha Fl 
1027 A357BAC-F G Hi 
1034 B310335-7 Lo Ni 

1036 C453332-7 Ni Po 

1037 B6A5786-B PI Si 
1039 B200686-B Na Ni Va 
1102 XAC50D0-0 Ba PI Hi 
1104 B77720D-4 ha Ni Mi 

1106 X220000-0 Bo Do Hi 

1107 B5A5204-B Lo Ni 
1109 B3B4026-3 Lo Ni 
1112 A000B9B-E Na As 

1115 B65A773-A Ho 

1116 A766645-B G Ag Ni Ri 

1119 B344564-B Ag Ni 0:1116 

1120 B4007CG-9 Na Va 

1125 B989559-A Ni 

1126 C466634-B G Ni Si 

1128 B433573-7 Ni Po 

1129 B67A121-A G Lo Ni Ha 
1132 AS76B42-8 



Ni Ic Va 

Na Hi Po Ds 

Ba Lo Hi Wi 

Ha Ni Po Ds 



Na Ni Va 
Hi In 
Ba As Hi 
Ba Wi 



1134 A505401-E 
1140 D3306B9-7 
1201 X779000-5 
1216 E22065A-7 
1219 C87A111-5 G Lo Ni Ha 

1225 B490BC9-A Da 

1226 A203326-B G Lo Hi Ic Vo Cx 
1233 B221336-9 Lo Ni Po 

1236 B200657-C 
1238 B325986-B 
1305 XODOOOO-0 
1307 X110000-0 
1310 A576842-B 
1315 B436654-9 G Hi 

1317 B737AEC-B G Hi Cp 

1318 A23477A-B G 
1320 B73A47B-D G Ni Wa 
1327 B463355-B G Lo Ni 
1333 D86769C-4 Ag Ni Ri 

1336 X596000-0 Ba 

1337 E5A1300-S Lo Hi PI 
1413 B664997-C G Hi 
1415 A120212-B G Lo Ni Po Da 

1417 B261866-9 Ri 0.1318 

1418 BB6A322-C G Lo Ni Ha 

1419 B5E1257-7 Lo Hi 

1420 D5S4332-4 Lo Hi 

1421 A36AAA6-B G Hi Ho 
142B B667877-9 G Ri 

1429 D95A88C-G Wa 

1430 B4407B6-8 
1434 B843200-7 

1502 X324000-0 

1503 X433000-0 

1504 X55B56D-3 
1506 BS85400-B G Ni Bl Wi 
150B C76656B-5 Ag Ni Bl Wi 

1511 DB6769C-4 

1512 B75A779-6 
1524 B100262-A 

1527 A6535A9-A 

1528 A33177B-B G Na Po Cx 
1535 A110454-D H Ni Cx 
1539 B97B9AA-A Hi In 

1602 BS3B442-7 Ni Lo Po Bl Wi 
1616 A98A614-2 G Ni Wa 

1622 B54S87A-A 

1623 A5A488C-D G PI Cx 
1631 B9A9641-B C Fl 

1634 B200674-7 C Na Ni Vo 
1709 XQooqqq-o Ba A» An Hi 

1713 B432321-A G Lo Hi Po 

1714 B3728AD-B 



Po Do 
Lo Ni Po 



Bo Wi 

Ag Ni Bl Hi 



Ag Ni Ri 



Lo Hi Va 0:1623 
Ni Po 



Ag Ni 0tl717 
Hi Po 

Lo Ni Ic Vo 



1716 B636567-B 

1717 A253A9B-C 

1721 B402122-D 

1722 B246455-C Ni 

1724 A6947EA-B G Ag Otl623 
1726 A682731-B Ri 
172B C6869BB-7 Hi 
1734 B75A440-6 C Ni Ha 
1738 B210577-C G Ni Cx 
1807 X424000-0 Ba Wi 
1S16 B225435-D Ni 
1B21 B4G3645-A Hi Ri Sv 
1B23 E476232-B Lo Ni 
1830 A99AB73-C G Ha Cp 



1839 B75B27B-B 
1912 B54379A-5 

1914 BS92120-5 

1915 D7658BA-2 

1918 B79879C-6 

1919 B66358C-9 

1923 B759623-7 

1924 B20189B-7 



Lo Hi 



Na Ic Va 



712 Va A3 IV K8 V 
701 VI M9 VI MS D 
501 VI M4 V 
810 VI H8 III 
323 Vb K5 V 
930 Vb F7 V M7 D 
602 Vb G2 V M3 D 
R 201 Vb M0 V 

104 Va Kl V M0 D 

202 Vg M0 V 

204 Va K3 V 

424 VI P7 V 

343 VI K2 II M3 V 

334 Va F0 V 

002 Va M6 V Kl 0 

201 Va M2 V K5 D 

022 Va K7 III 

814 va K2 v 

703 Vb K6 V 
622 Vb MS V 
713 Vb Kl V 
914 Vb F4 VI 

602 Vb P2 V 

622 Vb G7 VI M8 D 
701 VE F6 IV MO D 
621 V£ F0 V 
120 Vg Ml III GB V 
924 Vg P3 II NO D 
324 Va K2 III 
920 Vo N3 V 

603 Vo F9 V M6 D 
901 Va G6 IV NO D 
603 Vb KB V 

434 Vb F3 V 
422 Vi K0 V 

421 VE K6 V 
720 Va F6 IV 
104 Va G9 v 

302 Va GO V K6 D 

011 Vo K7 V M3 D 

001 Vo F4 V M6 D 

324 Vb MB III G7 D 

920 Vb Ml V K3 VI 

924 Vb G4 V M0 VI 
520 Vc Fl V 

922 Vc F6 VI 
801 V( K0 VI 
535 Va G9 V 
R 013 Va K5 V Ml D 
901 Va M0 V M5 D 

422 Vc A4 V K9 D 
503 Vb F4 V 

722 Vc GB v 

701 Vc K2 V M2 D 
323 Vc M4 II 

622 Vc K6 III 

403 Vb M3 V 

122 Vh F7 V 

524 Vh P8 V H4 D 

925 Vh K2 V 

901 Vn G9 V M0 D 

021 Va K4 V 

001 Va M4 V M8 D 

702 Vo Kl IV 
201 Va M2 V 

901 Va M3 V M5 D 
535 Vb G9 v 

914 Vb F8 v 

903 Vc Gl v M7 D 

523 Va K9 V 

601 Vh M4 V MS D 
323 Vn M4 III 

410 Va M4 V N3 D 

101 Vo Ml V 

620 Vc M6 III K7 D 

420 Vc M2 V 

323 Vc K2 VI 

902 Va K8 V Ml D 
224 Vn M8 V 

023 Va P3 V 

120 Vc P2 V 

110 Vc M3 V M3 D 

404 Vc K3 V 

602 Vc M4 V N4 D 

423 Vc F0 V 

201 Vc Ml V K3 D 

222 Vc G8 V M3 D 

620 Va Ml II 

613 Va M2 V 

623 VtD K4 V 

623 Vn MO V 

013 Va F0 V MS D 

101 Vc K3 V M9 D 

312 Vc F4 V M4 D 

210 Vc G9 VI 

503 Vq M5 v 

201 Vn N2 V M7 D 

910 Vc M3 V MB D 

424 Vc Gl V 

303 Vc KB V US D 
135 Vc M3 II 

603 Vc F0 V 
734 Vc F3 V 

701 Vc M2 V KB D 
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Kfan Uzangou #5 



World 


Hax IMP 




Amur r or r 


1930 C000526-B 


Ni Am 


Aathkaak 


1933 B66A512-C 


C Mi Ha 


Thaauavaa 


1936 D546300-8 


G Lo Hi 


Kouauaai 


193B BA9A32S-5 


Lo Ni Ha 


Gkakha alien 


2D02 X210D00-0 


Ba Hi 


Tonga 


2005 B9C56BS-A 


Ni PI 


Ragzaal 


2010 XlOOOOO-0 


Ba Hi 


Aakfo 


2015 B645444-8 


Hi 


Guriusng 


2018 B7B8300-B 


Lo Ni 


Uekagug 


2022 A576235-A 


Lo Ni 


Rr ad cu t aa azougo va 


2023 B100BAC-D 


Ha Va 


Angaoaar 


2025 BBBA846-9 


Ri Na 


KEankudhuegzo 


2029 B656120-7 


Lo Ni 


Gur a hvour a i va za a 


2030 B642410-A 


Hi Po 


Urrllongonu 


2037 B26654S-9 


Ag Ni 


Ougzdasl toarrgh 


2040 A899335-B 


C Lo Ni 


Vorroeng 


2101 C58AG79-8 


Ri Na Hi 


Goedhung 


2111 XG6A46D-6 


C Hi Ha wi 


Ekakh 


2117 B334579-C 


G Hi 


Tzaghagvarz 


2118 B675746-5 


Ag 


Knaagadaa 


2119 A52S586-D 


Ni 


Tagnag hou t ao zaeng 


2123 B86A755-9 


Ri Na 


Aal 1 a Bag var za th 


2138 A231365-G 


Lo Hi Po Oi 


Gaek lo ungoer xaghun 


2129 A697A7B-G 


Hi In Si 


Da ak an za athuku a 


2137 B645677-A 


6 Ag Hi 


Ikhoeakhang 


2209 C6686BG-1 


Ag Hi Bl Hi 


Idza 


2219 B5748AA-5 


G 


Gnael Oar 


2226 B1007BC-7 


C Ha Va 


Kuang 


2229 A76211S-D 


Lo Ni 


Gzogzu 


2232 BSS0889-9 


: Po di 


Ti nka aghz zak 1 ez 


2234 B444233-A 


Lo Ni 


Pandrin 


2240 B260675-B C Hi Ri Da 


Karrkainarka 


2302 B8B6368-5 


Lo Hi Ni 


Uthi sod zugok sa • 


2305 X40300D-0 


Ba Ic Va Hi 


Khagogkai 


2307 B452452-8 


Hi Po Hi 


Hrouzaaun 


2316 BOOOOOO-0 


Ba Aa Hi 


Orsaaokhin 


2323 A000B74-F 


iClNlAl 


Gaalaeth 


2329 C360AC9-A 


Hi Da An 


Knall 


2331 A000000-C 


Lo Ba Aa Hi 


Zoa 


2334 E757499-5 


Hi 


OUuu 


233B BS73442-5 


Ni 


Kaata 


2338 B636631-7 H Mi 


Uaghrrozua 


2339 A6A47BA- A 


PI 


Ghiaaarsaa 


2340 C758646-7 


Ag Hi 


Gaangour 


2404 X14OQQO-0 


Ba Da Hi 


Ilughavo 


2407 X226000-0 


Ba Hi 


Sagukhunngo 


2408 C995526-5 


Ag Ni Bl Hi 


K E ug vug zo zoeaJcaa ar 


2412 X77AQ00-0 


Ba Ha Wi 


Soungadano 


2414 XG7110D-4 


Lo Hi Wi 


Aekhrang 


2418 X559568-2 


Ni Bl Mi 


Ngakoa 


2419 X2763Q0-5 


Hi Hi 


ThoegcakkEak 


2422 A48352Q-B 


Hi 


Llueng 


2424 C51144S-7 


Lo Hi Ic 


Okhtouz 


2425 B355374-4 


Lo Hi 


AarrkhukhkaBkougusngdouog 2433 B639673-9 C 




Triad 


243G B5B7777-S 


Ag Ri 


Uarkfadzigua 


2507 X582000-0 


Ba Ni 


Agh Thar* 


2509 X522000-0 


Ba Ni 


Dzo ekha u no ill lo udzii 


2513 DSG9453-7 


Lo Hi Hi 


Foal 


2514 X687145-6 


Lo Ni Hi 


Tzorgoalea 


251S X200000-0 


Ba Va Hi 


UnggvD khaengar snongg ua 


251 B X8B5000-0 


Ba PI Hi 


Gvigzaa 


2522 B67B431-9 6 


Ni 



Vongouzdhurauang 

Tfaagn 

AdagDkn 

Hgoluta 

Faa Kodfa 

Torrknungazarr 

Kaunakao 

Knoerrgh 



2524 BBAA320-C Lo Hi 
2527 B6659AB-8 Hi 

2530 A4047BB-A G Ic Va 

2531 B3D4738-9 Ic Va 
253S D445313-7 
2537 A753300-C 
2540 B525575-A 
2611 X230000-0 



Lo Hi Sv 
Lo Hi Po 



t PBG Al Starl Star2 Star 3 S 

B13 Vg HI V 
502 Va N4 V K3 D 
724 Vn M2 III 
724 Vn P8 V 
010 Va P0 V 
220 Or M3 V 
023 Va PS V K8 D 
523 Vc PI II K2 D 
122 Vc P5 V M7 D 
235 Vc G8 V 
122 Vc N2 II 
201 Va K9 V MS D 
320 Vg M3 III 

702 Vq HI V 
301 Vn NO V 
825 Va Ml III 

703 Va K2 VI 
102 Vg M4 V M3 D 
724 Vc H4 HI 
613 Vc G5 IV 
924 Vc F0 V 
201 Vc G4 V 
210 Va Ml V 
834 Va P4 V 
523 Vn Ml V 
610 Va PG IV 
812 Vc GO V 
403 Va Ml V 
701 Va Ml V 
701 Va N2 V 

810 Va Ml v 
201 Vp Ml V 
603 Va G2 V 
022 Va K9 V 
201 Va Ml V 
014 Va M9 V 

210 Va MS V 
G14 Va P6 V 
510 Va K7 V 
132 Va K0 VI 
625 Va MS II 
111 Vp GO IV 
913 Vp M0 V 
702 Vp M4 V 

003 Va M3 V 

004 Va M0 V 
401 Va Ml V 



N7 D 



M2 D 
MO D 



MG D M8 D 



MS VI 
M9 D 
M3 D 

H3 D 



001 1 



i M2 V 



720 Va K7 V 
304 Va KS V 
510 Va G9 V 
901 Va M4 V 
201 Va Ml V 
601 Va P3 VI 
701 Va MO V 
320 Va N4 V 
014 Va KG V 
022 Va MB III 
420 Va KS V 
S01 Va K2 IV 
010 Va Ml V 
002 Va A6 V 
801 Va Gl V 
B23 Va M7 II 
733 Va G4 V 
501 Va P? IV 
803 Va M4 V 
301 1 



MG D 
Ml D 
M6 D 



P7 V 
M7 D 



I M4 1 



903 Vp GB V 
424 Vp GS VI 
001 Va M4 V 



Ml D 
MO D 





2613 X100000-0 


Ba Va Wi 


013 Va PS V 


N5 D 


Luthoura 


2617 CS51559-7 


Mi Po Mi 


123 Va G6 V 






2620 C749452-G 


Lo Mi Hi 


801 Va G3 IV 


N2 D 


Rorroksueknea 


2G28 B374GO0-8 


Ag Mi 


301 Va M3 V 


M9 D 


Igl) tur s kso a thaagen ughz 


2633 B30O223-C 


Lo Hi Va 


410 Va G9 V 


M4 D 


Vakunggvoruago 


2634 B333B87-7 


Na Po 


201 Va M3 V 


Gzaall 


2G38 B773S41-5 


Hi 


910 Vp K9 V 


M7 D 


Lluecukgzang 


2701 X432000-0 


Ba Hi 


002 Va MO V 


MS D 


Pukoazo 


2702 X626000-0 


Hi 


014 Va XI VI 






2703 X323000-0 


Ba Hi 


001 Va Ml V 


M0 D 


Vakhoall 


2704 X484467-5 


Hi Bl Hi 


103 Va K2 V 


M2 D 


Dhanrrenoaz 


2715 X9A8000-0 


Ba PI Hi 


002 Va M0 V 


M4 D 


Aarzdanehi 


2717 B84A451-5 


Lo Mi Ma Hi 


224 Va G3 V 




RadallogvaCa 


2720 X7B8000-0 


Ba PI Hi 


001 Va MG V 


M5 D 


Log vok • aghaghx vo ar our 


2722 B786220-4 


Lo Hi Mi 


422 Va M3 V 




Arrag 


2723 B57556B-5 


Ag Mi 


310 Va 65 V 




Aatskaakhoun 


2725 C98B9A7-5 


Hi Bl Hi 


201 Va K2 V 


H6 D 


Zuakuzung 


2727 B200422-8 


Lo Hi Va 


124 Va G9 V 




Takhagvafoe 


2729 BG6758S-7 


Ag Hi 


701 Va K6 V 


MB D 


Thur r u egvudho tu • 


2731 C88A200-6 


Lo Hi Ha 


603 Va G9 V 




Asugunkhodz 


2735 B97A313-A 


Lo Hi Ha 


502 Va K3 V 




Bo u khagz vaangoar 


2740 B526899-7 




813 Vp F4 V 
013 Va Ml V 




Gagerrrarrunu 


2802 X421000-0 


Ba Hi 




Ukokhuvoan 


2806 X637000-0 


Ba Mi 


004 Va G6 V 


M4 D 


KeekCasa 


2B07 B99746A-7 


Ni Ni 


701 Va Ml V 


M5 D 


Dorrorua 


2808 D659432-4 


Hi Bl Ni 


502 Va Ml V 




Ghaertu 


2821 X73AOOO-0 


Ba Ma 


021 Va F3 V 


Ml D 


B t sgokhuena al 1 i 1 ku ar 


2822 X7S6668-5 


Ag Hi Bl Hi 


313 Va P6 V 


Ml D 


Vou 


2826 X644000-0 C 


Ba Hi 


001 Va K0 V 


Ml D 


Oukgzuaradh 


2827 C35499B-A G 


Hi 


901 Va M4 V 


G4 V 




2B2S BG28554-0 


Ni 


202 Va Kl VI 


MB D 




2829 B9DB554-D 


Hi PI 


423 Va Al III 


G3 V 


Ta ak Eoeng a ag zo 


2830 B445625-A G 


Ag Hi 


103 Va M4 V 




Osgaeldu 


2832 B20Q443-A 


Hi Va 


602 Va G2 V 


H9 D 


Kedzudh 


2833 B000525-D 


Ni Aa 


B22 Va MB V 






2834 B74A421-C 


Ni Ha 


503 Va M0 V 




Rruthaekukau 


2840 D231210-6 


Lo Hi Po 


823 Vp K7 III 


MS D 


Okhgvonan 


2901 X310000-0 


Ba Hi 


023 Va GO V 




Hg ar so u 1 uako r r uk 


2905 ABAA432-C 


Ni PI Na 


822 Va ME V 




Kutsgarraa 


2908 X200000-0 


Ba Va Hi 


034 Va MS V 




KCuevavaa 


2913 X636D00-0 


Ba Ni 


004 Va M2 V 




Olgan 


2916 X88A000-5 


Ba Lo Na Wi 


401 Va M4 V 







world 


Hax IMP b Remark* 


Z PBG Al SCarl 


Star2 


Star 3 S 






2936 B0D0598-B Ni Aa 


123 Vp Ml II 




P 


0 


Galla"" 


2937 BBB557A-C Hi A* 


224 Vp K4 II 




P 


0 


PuedLuanaasrarz «a 


2940 B686275-8 H Lo Hi 


502 Vp M0 V 




P 


0 


Utaurr * n *** r "*'""' 9 


3003 C361430-5 Hi 


311 Va KQ V 




D 


c 




3004 X2SDQOQ-0 Ba Da Mi 


021 Va M4 V 




D 


c 


KliOBlchoarr 




002 Va G2 V 


N9 D 


0 


c 


Uafokung 


3012 X4Q30Q0-0 Ba Ic Va Ni 


020 Va 80 V 




H 


G 


Ounoa Bglloaghz 


3020 8403000 " tl 88 IC VO Hi 


023 Va A6 V 




H 


G 


Koasoleadza 


X 00-0 Ba Hi 


002 Va NO V 


M7 D 


H 


K 




3022 D574340-5 Hi Hi 


101 Va M3 V 


M4 D 


1> 


K 


Hguliwadakliznaru 


3024 X748468-3 Ag Bl Mi 


B23 Va Kl V 




L 


K 


Ungruglue 


3029 X554100-2 Lo Wi 


414 Va PB V 




L 


X 


Ughx 




302 Vp M4 V 




P 


K 


Ganokxm lo va anu 


3035 B352231-8 C Lo Ni Po 


B01 Vp M2 V 




P 


0 


Llaakag 


3040 X52D100-4 C Po 


S23 Vp Ml V 




P 


0 


tHHougvivu 


3107 C331731-7 Ha Po Si 


501 Va M0 V 


M4 D 


D 


C 




3114 X423000"-0 Ba Hi 


020 Va K3 V 


H9 VI 


H 


G 


air™ 3 " 9 


3117 A9AAO00-0 Ba PI Ha Hi 


002 Va K5 V 




H 


Q 


Da* 9 


3120 A97A56C-3 Hi Ma Bl Hi 


101 Va Ml V 


M0 VI 


H 


G 


uag exgnogu 


3121 X495000-0 Ba Hi 


004 Va MG V 


M7 D 


L 


G 


Llukaegh Voorz 


3124 XS27000-0 Ba Hi 


010 Va N4 V 


M4 VI 


L 




Ota*"" 


3126 X7B0000-0 C Ba Da Ni 


Q20 Va M7 V 




L 


K 


Ozi" 


3128 XBA7000-0 Ba Fl Ni 


023 Va M2 V 




L 


K 




3133 B677433-B Hi 


924 Vp GO V 


MB D 


P 


0 


Torrrrarz 
Dtwr^gchaad* 


3137 A463951-C Hi 


521 Vp N5 111 


N6 D 


P 


c 




3201 C262310-B Hi Hi 


933 Va M3 V 




D 


G 


OuUuaakaaEakhauaghz 


3211 X896333-5 Lo Hi Bl Hi 


703 Va NO V 




H 


K 


Bka Car rar r 


3213 XG71553-4 Hi Bl Hi 


322 Va PB V 


MB D 


H 


X 


Tualatoollar 


3217 X252343-3 Ni Po Lo Hi 


711 Va Ml V 




H 




Ikktaadsk Eaghukh 


3218 B685765-S Ag Bl Ni 


401 Va M3 V 


M6 D 




0 


Hroungkhi 


3220 X73G000-0 Ba Hi 


003 Va M4 V 




H 


0 


Daaakta 


3221 X547134-5 Lo Hi 


403 Va X9 V 




L 


c 


Paczuakfa 


3222 C000000-Q Ba Aa Hi 


011 Va MS V 


M4 D 


L 


c 


Thaler ak for 


3229 B25000D-0 Ba Da Hi 


001 Va G7 VI 


MS D 


L 


c 


AafcokEag 


3230 B69A100-5 Lo Hi Ha Hi 


702 Va M4 V 






G 


Gvutaon 


3233 A85A7CB-8 He 


520 Vp G6 V 




P 


K 
X 




3238 B253A9B-A C Hi Po 


602 Vp M4 V 


N4 D 


P 



Sub sector 

A) Ongvos 

C) Adhsakh 

E) UerraRueshken 

G) Lla Iz Therrg 

I) Kfan Uzangou 

K) Ksits Usathu Odzuetarug 

M) Llanic 

O) Uthe 



B) Zoghz 

D) Fanganger 

F) Dzen 

H) Thoengling 

J) Ruhk Odzuetarug 

L) Aelluekh 

N) Spurl 

P) Firgr 



Code Allegfenra 

Dr Droyne 

Va Vargr Non-aligned 

Vb Thirz Uerra (Thirz Empire) 

Vc Dzen Aeng Kho (Society of Equals) 

Vd Noerrgh Confederate 

Ve Thoengling Raghz (Thoengling Empire) 

Vf Ongue Republic 

Vg Allez 

Vh Gvaeknoks Trade Union 

VI Rroerz Uerra 

Vm Rueks Legacy 

Vn Ve Ekhlle Ksafi (40th Squadron) 

Vp Kedzudh Aeng (Commonality of Kedzudh) 

Vq The Freedom League (Corsair's Den) 

Zh Zhodani 

Bases 

Code Type. 
C 
G 
H 
Z 



Corsair 
Navai (Vargr) 
Corsair and Naval 
Zhodani Naval 



Remarks 

Code Typ e 



Cx 
Cp 
Si 
Sv 



Interstellar government Capital 
Regional Capital 

World ruled by sophonts native to world 
World inhabited by sophonts native to world other than Vargr, 
but the Vargr is in the control of the government. I.e. 
colonization of land/planets originally belonging someone else, 
as in USA or Australia a couple of hundred year&ago. 
Orxxxx Pointer to who owns the system in the case of captive 
governments (UWP code 6) 

Wilds. For game purpose, any Vargr world in the wilds are 
considered Poor by the trading rules in traveller. 
Balkanized. When worlds in the wilds do have a different set 
of government codes than other worlds. There is no firm code 
for balkanized worlds in the UWP string. 



Wi 
Bl 
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Back issues of Kfan Uzangou are still available!!!! 



KFAN UZANGOU 



A newsletter devoted lo Vargr 





KFAN UZANCQU 



A newsletter dcvataX to V*igi 



Issue 4 



July, 1993 



Issues 1, 2, 3 and 4 can still be aquired. 
The stock is limited so the back issues 
will be shipped on fust come, first 
serve basis. 



Send an IRC to: 
Roger Myhre 
Ammerudgrenda 168 
0960 Oslo 
Norway. 





